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Thii Official M-al IS your sssursnce iIhhi this product meEts 
in? nigiutm quality standards of 5EGft' u . Buy games and 
accessories with This slujI ca be slifb that ihey are compatibte 
with trie SEGA'" GENESIS “ SYSTEM 


WARMING: READ BEFORE USING 
YOUR SEGA VIDEO GAME SYSTEM. 

A very small percentage cl individuals may experience 
epileptic seizures when exposed to certain light patterns or 
flashing lights, Exposure to ceilairt p&lt&frtS or backgrounds 
an a television screen or while playing video games may 
induce ?n gpulfiptic seizure in these individuals Certain 
conditions may induce previously undetected opaieptic 
symptoms even in persons who have no history &l prior 
seizures or ■rpileps-y, If vSUi Of anyone in your family, 1135 an 
£pil«pUC can d ill on, consult you-r puysician prior to playing If 
yao ^Kperisnce any of the following symptoms white pluymg 
3 Video game—dirtiness.. altered vision, eye or muscle 
uvnchfls, lass ot awareness, diaerterilaticn, arty 1 rt uTOl u hi ary 
movement, ui coovulsiorYS IMMEDIATELY ytispamirvue use 
and c 0151111 your physician bef&iG rcfrurtYiiofl pray, 


Handling your caitridye 

• The Sega Genesis Ca midge «ss intended Feu u$fc exclusively 

with the Genesis'* System. 

*D D not bifid It. crush it, or M 4 -bmerge at in hquidi. 

*Do not leave M in direct sunlight gi rear a radiator dt cMhfer 
’source Qt hast. 

• Bo su^e ia t ake aso occasional race as timing Afcl&frdtid plAy. 
lo r^st voufSfill and the Sega Cartridge, 

Warning to owners ut pro] eel ion ISIGviiitfOS: SMI pi^IuVO-S Gf 
iflTClJM may cause perm^nen? r»rtikF@-tu!be damage. 01 mark 
the phosphor of tho CRT Avoid repealed or e HLteri cj|d use rj! 
videa games on large-screen project inn televtsigrF, 
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ongratulations! 


You tire now die proud owner o| Double Dribble; 

I hi* Playoff 1 iHliiin. Any lumpslcr vvorih Isis weight 
in gym socks nill tell you that you have to know the 
fundamentals before you master the game, >o we 
suggest chut you reisd this instruction Umklet tv hire 
you begin playing. Ehnnemher, your best uifensite 
weapon on the liardws*»d is your brain. \\ hen a WO 
|v>und center sLands Ivtwuen you anil the hoop, ymi'll 
nefd to know how to use the cant roller to do an in- 
yuur-tii.ee windmill dunk. Otherwise, you'll lx 1 c^tlfig 
dial nu initial] I nr lunch. 
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u got skillz? 


Okay, so mayhc Hr. Naismith didn't envision gorilla 
Junks, ligKtnil\g-qukk IlivliKik iwsses, iniswinrr 
dribbles and devastating defenses. He wouldn't have 
imagined-as lit.- ylTacbitl thnsi' legendary peacll 
baskets to poles—mega-millionaire players with huge 
commercial endorsements their own restaurant «iud 
record albums bring’ng this game Ln i:iterna. 5 . : :inal 
prominence, Hue it happened. Now you've got 
stadiums rockin’ with the thunder of stomping; fret 
and screaming Ians imJ laser light slums li's no rock 
concert, and the stars of these shows don't play 
guitars. 

Imagine a guy 1 weighin' over Z 20 lbs,, standing ft' 3 "- 
and he's the jmiiuile.U player on a leum. The big tttiys 
■i re 7 , 2 H 0 + [K Hinders with Ikh.Iv I at |TereeiltagM 
smaller than your she * 1 size, and when they csimo 
running down court, you belter mwe a. They’ll run 
over you and Junk the hull und then trot by you with 
a smile. They live life iti The low post They believe 
the only high exists above the rim. They have what it 
tuk.es to lx* champions and they'll tell you about their 
ri skiib” iLv they :ip pact your weak screen, steal the 
pass wild head down the rourt to a thunderous 
finishing IbO , double pumpin', rim breakin', dunk 
alicuius jam. They'll bring their sneaker endorsements 

and Crash Talk and movie rales and flashy lirilibles and 
TV talk show appearances and they ‘11 throw it dl in 
your face and say: “I'm your cviihe up tall, rookie *’ 
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t J s time for the real action 


Double Dribble puis you in the playoffs, where the 
battle lor u national title is on the lire V->u vt got a 
chance to usi your game against tea,ms from the other 
big league cities imd we if you have hit il takes. Play 
iltrough i he playoffs, hy yourself, or use ( lie Se^a ' 
“Team Player" adapter!^) to take on up to seven more 
in .t game, 



ontrols 


bis game is for NS pkty&v 


t'hr a single player, plug the control pad into Control 
Pori 3. 


bor two players., plug the uuitrul pads into Control 
Ports I and 2 , res peed velv 


t i\'rK'sj's 



for 3-4 players, a >ega leam Player™ is required, I 


or 


5-8 players, two Team Player 1 w adapters are requited,. 




We ve put together 1^2 players with different 
d nailing, hit [■ hand ting, stealing, s|R-i,d, pnwer and 
stamina ratings. They have uhat it takes Uj do the job, 
il you have what it lakes to control them, 
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Basic co ntrols: 

* Dir-CCIWIt button (P huicnit): Lse lu rimv amufid 
i he options. 

■ A.It.C nr START huiioiiK: Pre«i to enter xelcclions, 


Player controls-OHcnse 

■ D button: Move pkiyLT^ fix pass direction 


A button: Press to jump, re lean u* shoot. I3efure 
shining. pros ugain quickly in pump-fake or dunk. 


f £ « ;i • 

rW I r 
:fc EP i ■ 

!. IV, 




II 1 mLii ui PtL'ss to pass, or press is; hokl Eh 3 U ep a 
player moving in lib current direction, itmi release 
to pit'-'' in the direction ol the P liulton. 

button; Press in mid iiir to shoot nr dunk. 


START: Press In I'w.Lise (iiiul call It Ml till nrrxjT). 



Player controls-Defense 

• P button: Move player, 

• A button: BlOCh. .i sko! 

* B button Change .1 player. 

* C button: Steal the kdl- 
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ow to start 

'A hen llu* title screen appears, press either i he A, ft 
t button mi i he 1 -Player o intro] pud. When <hv sriitte 
election m.tlvii appear*, l htv.sL- the mode with the \> 
InjLion, and accept i: with ihe A. ft or (. button, 

E y i *.'«• h i: ] ourna merit iikhIc. “'in^lc player i uitv- 

BiXI HBL'J LON: hxliibhion yj4flne lor one nr nvo players 

Mi I I i ■ n \Y: A luHtjifvsl fur lum to eight players! 

Vri p; Cliungi game citings. 




ow to play 
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The toss up 

I he game starts with a jump ho I! at culler court in 
tin- center circle. The highlighted player on your leant 
is the player you control After (he loss, gauge your 
timing and press the A button to jump You’ll want to 
hit die l-H.il when ii’s at llte peak of die loss. 
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Offensive controls 

Move you r hi g fifth ted player wiih c 1 1 l* H button.. The 
player will automatically dribble (be bj.ll. Press and 
hold the R button to lock the movement of tin* 
pi jive r. You can then use the D ki!ton Lo aim your 
puss, Release (lie B button in pas* the ball, ll more 
than otic of your teammates is iti the direel.inn t>l the 
puss., the closest guy will take I lie pasv 
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Shooting 

Pfess the A button and release to slrnot the ball. 


Tap i lie A burton twice 10 do a wind null jam or a 
double dutch shot (effective to fake out or gcE past u 


, • • vl 


Dunking 

By moviTiR the D button while in the air you can 
perform a wn tIl’Iv of dunks. See how many su]5cr 
Junks von can pull oft! 


Time-nuts, and substitutions 

Press the START button to call a time-out. You can 
only do this, when your team bus the bill. You art 
allowed two time mils :kt quarter. 



To make it su kwh niton (yon must call a time out 


If you select MX IT, the pit me play resumes. 
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first), select a player you want to Like out of tin game 
hv using the A button. Select your repkceinent player 
by using the A button again- I he two players wi.lL 
switeh places. 
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by pressing lIn B buiion 
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Delftnsiue controls 

VVlic^si ynnr team b not in |k mess inn of the lull, your 
LOitivi lyki's a defensive yiatKt, Yum ain’t make player 
substitti linn's. L luu g ■ (he player you umihi it* drtiin 4 


Pause the gRme 

Pres* lire START but km, 


Blocking a shot 

Lse the A button in jump mid block a shot. 






Sibling the ball 

Press the (J button. Yinir Ix'M dume-a at stealing is 
wIiiti y *iu are lacing your opponent straight tn 


The end of the game 

[ he »l;it 'tk.% are displayed at die fflii of irach quarter 
I ush the Si AK I button in start ihe next quarter. 


Alim all four 4 usirter*, have hvi. played (and one 
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leant Iuis won—d lie resulLs in overtime) i lie game 
results appear. 


in PI ayoM mode, a itilvsuvt j is. displayed I runs the 
semi fin al.s on. 
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layoff mode 


In single player mode, you sclei.: u u m: from among 
the" If) teams ill (he league, tlwn pl.iy in I he 
tournament against iln oner leans, 


• e- ; 


] lie first round loovn j s i>| n I vet-uf -five series (die 
first team to win tlmie games wins the series,). 


1 he riTEiaintiig rounds lire In set if-seven (first letnn 
in win tour t»aim:s). 



From the beginning 

I - Ai the yaine select screen, use the I> button lo 
select Pi.ooi - tmd press the A, B or C hit turn in 
accept your selection. 


2. Ai lire pi \l * iff screen, press the START hulls 


m. 


h I he plai i: i ri f screen a|iptiifs. Seine! a team 
(with 1 1»k■ I) hiittms) and aeeL'pt your selection with 
the A, 13 or C iunion 
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4. Next, the I'i A’ii-P. si- h i sctiicn will appear. Ouwm; 
your team players hy highlighting si player with the D 
Emimn ',V?s» iIil A huttnn tn sele-ei (hilt player, then 
hi”lali^hi Liitniher player with the I> hiilion Press the 
A. B nr L button again in swap the ms players. 


Repeat thb until ynu are sgtislieJ it irh ynur starting 
linen p, 



Player abilities 

Hlitim: Height 

Si to r: Shooting uh'.lhv 

Steal Ability tu keep sir steal the Ixtll 

Sri mp: Running s|xxd 

Ji mp: Jumping, strength 

Pi wi t’: Pushing and shoving strength 

Sirin; Stamina ant! physical inndii inning 
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5. At the end. $v\\xi I:\IT in a nd ptayvr sektfion and 

sEuirt the 































the iicnI time: you play in con tin Lie from dll', point. 
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asswords 


• 15 3 


i , ttnn I he scmilsnal on, u payswi in! is displayed ai 1I10 
gtinii.' results screen- RecOfJ this password and itIlt ir 



L Chis im l 1 1 i-.n at the Pi \rt k-e v. retii- Choose a 
Eerter using the !> hutton, and enter it with the A, IS 
nr C hutton. |IMS| LtistrLs a sipitet Ivrw 1 tn Il-eilt* and 
IH Kick sprices to erase a .cm r 


2 , \\ lien you are done, clumsi* LNI) und die game 
will begin. 


N< )l In Is, n wsiiiu :lu' a JjJtJL 1 »u 1 11 ( ujianiiijj 


team rjliJS K' Vim r.pfifJMi!i.ijE J Von mv vii'iii/ nnn Jumiainr an 1 


[Ohm tunc lit sml tC /uns 11 c.-.ms , all list 1 si'aiih iti riiu 

tournament. 
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xhibition mode 
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-». At the PLWER. SF r;*7 ^reeii, d.onsv the starting 
lineup ior your respective team. 

5. When you art done with the above steps, select 
esi i and. the giimc will begin, 




This is n one-game motic against a specific team, cither 
agitiIts t the CPU nr head ttj-heud with unother player. 

1 , At the a,\m hj ttrnoN screen choose Kxhihiiion. 

2. At the v. s>t s MOPE screen chouse either man vs 
ci,>W to play against the CPU or man v vian to play 
against another player, then press the A button to 
enter 
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At the TEAM SELECT screen, set the IP (l" p ayer) 
team first} then die CPU’s team (Sor 2 players, use- the 

2P controller) 


# m 
fc w 

p * i 

■.< a 

•r 9 



























w iv . 4# «■ 








Teams art divided inlo Last and W cm, and from tvo> 
to eight players can join in. (i : or three nr mure players 
the Sega Team Player'^ sold wparaidy, is required. 

[■nr five •flight players, plug the wvond id ipti r into 
Control Port 2.) 
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ulti-play mode 


■ 


]. At the gams mi i- 1 in^ screen choose ml i li-pl-yy. 


2. At the JOY? AT 1 EKIRY screen, use I he A, P or C 
huiiun to Imk in the im inkr of players. 


Alter confirming,, pros* l he START hut ion. 


• r ’.j sc.eti which lcam (I'asT or A fro) they want i. - play on 
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V After ;ill the pi a ye r s ha v e etnereJ, they can cue h 


with the* D hnlUin. 





! Note: In Multi-play mode we have allowed 
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you to play a “1-on-l” game, hut this game 
was not created with one-player teams in 
mind Multi-play fames should be played 
with at least 2 players per team to 


maximize- the futtl 
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The iiil'^mi.^l' “Really OK?'" will appear. Press the 
START I hi I i<r^ again !■: accept your ream Press arty 
other button to cancel and select reams again. 


Each tesm mm hi’ e nc letisi one player but no more 
ihsin live, otherwise,, an liftROR message w ill appear 
anti you will haw In tit] it again. 


4. Tlse phycr selection screen appears next, Select 
your players Iilpl-, 



t& # at 

* % 

]' ! n".ss 11 1 1 c 'right on I lie P liulkm in sl'IccL u team, ami 


I hm up down in chouse players. Kilter yuur selection 
(any player in the league) with the A button. 


Pkyerij Z-8 should use llie same method of selection,. 


r. \\ bon all team members have been chosen, a "V" 
appear*. Press ]l'II rigbl on I lie O hullun In toggle 
Ivnveen * V” and "N H . Tress the A. H, C or START 
hu lions in confirm. 


If you have no more changes u> make and everything 
is okiiy L'iirnH' *A'"\ If ain of the players-choose “N". 
flu. 1 team player sellings are ewmik-d mad you must 
start again from step 4 


Once all players select "V", the game will start 
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etup mode 


Cliange rule setting Ixfore piny or arrange 
tournament ten ms in the Playoff mock. 


Rule s Gleet 

At the KRTI'P ■vLrunl, tin him: Hill SHI'. I. 

I lie configuration screen will then appear 



Ar jiuiv MU5>U: In ARt ADi; mode you pk\ ;i more 
exciting powerful game til linojw Ixtj j-,t' the I u is Is 
ait turned off! In NOfLM.-v] iiukJc vmi plav the game 
with ills' fouls [unit’d oil 


• Ql ar l i k iiwf-Si' 1 inimher of minute* per quarter. 

* Sift 11 n mI - Set the shm clock. 

- !\( iNt (JIhmimv irui-sit nr tea] jtjiIil" souii Jv 


* B( * M T VTt: l hi h isi: surm nr in on o pi a yhiicL I 'nr 
hardware dial hi mini use steretr seleel S-uvnaI'Rai. 
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Exit; Alter you have the selling* ihe way you want 
them, sek-iT this hi return in ihe title sc re cm. 
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’* PlaynM edit 

Al thy m u t* siCrt‘t*Tif choose n Avnii miT. I hi 
TOl ! KN A Nil :NT tree Mitrurll will appear. 
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Use iSil- D buiion to move i In cursor. Press the A, R 
or C hunon m select a lenm in mow. 


Next, select the team ymi tvattt to swap uml press the 
V. H or C button .iR:iir.. 


Repeat ibis pn ivdu v to m i up the pHiriUiivtsLiM tree 
however you like. 


Press the START liuitnn and the- tournament 
structure will Iv sit. 


■Finally, select piny off ill ill I hi- paiiu; will start wilh 


your revised tournament im- ilu* way you set it up 
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bout the rules 


Shooting 
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ThtTL' are three types of shots: three point field goals, 
f l^u -a r held goals (worth two pi utils) mb id free throws 
(one point) 

Three puinters 

If w shot is auerrpted and made from behind die 
three-pi lint line (a-kti, "dmememiD, the basket counts 
for three points. 

Field gosI s 

All other s(lists alkiepkd and made front inside die 
three-point lint! are won h two points, TL.se arc 
normal held gtuR Most j«unis- in a frame are stored 
inside this area, 






> 4 




Free throws 

It a player on one team commits a ion I iigi|jn.s| a 
player on another team, then the man who was fouled 
tm ;l I r*-^ 'brow at the basket | k- stands behind r| w 
free throw hue and takes Jus shot without 
interruption from the other players, 
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Statistics screen 

Displayed at [he end of wuh quarter, 
s cork. Points a player has scored 

REBOUND: Number £>i rdxmiids 


B LUCKS Nunik-r iil' IvUn-'k^J shots 


?♦** 




* f * i 

■ t * * . 

* ti »' b 

| * i * 

. $ * ■ 

: ft « « 

!- * A 

f- ■ , J 

L. • i * J 


* f 






** * 

-v,v* 

•4 <**. 

* c « f 

t lit' , 

p&U 


J5y jirt'ssitijj lhe SI AR I button, you fan leave the 


Maiislie* screen. 
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FC: Number of field goals madr biuiuIxt aiieiuptad 

FE%; Field gnu,] completion Iw.TCL-Tlttl| 4 c- 

hunk Number of dunU na.k 

3 pt Number nil three |xji liters made attempted 

3 fT%; Three [>. -ii-1 completion j^er cent age 

IT: Number of free throws made number J^tttmptei! 

nr%: free throw completion percentage 

steal: Number ol •>teuk made 
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r eam introductions 






Utah 


L, Mom and F. C-mik are siring pi livlts. The other 
players lire of average ability, malting »his a si rung 

LUtTO 
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Minnesota 

This i> (!il strongest nf all 16 with players of 
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high ability. 
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Sati Antonio 

L. Mil ; on is w wry strong player. R. I’l h great at 
sinking the three-pointer. 
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z. Tavi ok. M iViRUiTimd S- \ >i oil.VN are guard 


Houston 
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Seattle 

This team is fast, hut they aren’t very physiuil. 


Portland 

This team has players of heller than normal athU iie 
ability, hut they lire fairly low on ki lifting. 
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with good shooting skills. making this team strong on 
outside aUiaehv 
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Los Angeles 


This (ca.ni is easy to use with average players. The 
I'VflCh is fairly stroulg—psirliLiilurlj. 1 A 1.1 \flk. 


Phnemx 

G. Russd is ni exciting plum. with nr-'ens *. ptower 
that makes him tough n> stop 


Washington 
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p » 




This team has great jumping ability Although their 
overall abilities are nn the low side, depending tin 
your stratify, ihuw guys ean play o in the lx si ,-l 
leans, 
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New Jersey 


They have i ginw! biihua ol nlTense iicul detent*. 

A. Ili-i.i:ss is a great sh-snU r, giving the team a strong 
outside attaek- 
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New York 

Tlie\ have the strongest defense, I heir oEfense is very 
tough. Although they are slow and haw p»«>r 
sheXJttTSj, their game b under 11 1 l- hoards with dunks 
and rebounds. 
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All hough they are a strong defensive team with strong 
stealing ability, (heir inovi nmvt b labh slow 
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Chicago 




S. IVlLF and M (i.MK) are strong playVis. 8 JviTiill, ihr 

tL-iim hns ii IulL nl physical power which makes them 
weak its a tough, light game. 


Charlotte 


Cleveland 

A I! members of the sinning lineup are si rung Vpnmt 
shooters, 1 he problem is, whiai they’re line, ihcv’rc 
hot, and when they're not, they’re not, 


Atlanta 

S. 1 xHtm* is act extrimrly evvf llerr player t hat Ins's 
alutlf oil L 11 i s lesim. II you krrp ( he hall in his ha mis, 
this team am ilu very will. 


FS 


{.'t mu paired to the other teams, Charlotte h;i> an 

ahu nJatiCL 1 nl speed mid power. I h s team h a definite 

l iile contender. 
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Check out these other 
new Konami games for 
your Sega Genesis: 


Teenage Mutant 
_ Ninja Turtles® _ 

Tournament 
Fighters ” 


Castle vania® 

Bloodlines " 


Lethal 

Enforcers' 

Rocket Knight 
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Konami [America) Inc. 
Limited Warranty 


Kanarni (America! Inc. wairams la thM| arkjiral pjchassr erf 
this Kcnarni soflwaie pruGhict dial llm medium on whfch Ihis 
ccm purer program is recorded is tree liom tJefenls in 
materials dnd workmanship far .a poiiod of ninety IBOJ days 
from the adts- at wchsH Th.s Kor^mi s&imarsi program is 

$$ 1(1 is." wifh&iiT express or .mplied vk.a-rrgn(y trf any kind 
and Konami IS n:;i liafcte lor any losses or JiimaijaH of any 
kind resulting SYom use of this program. Konami agrees for a 
period of ninety i:>□ ■ days to either itrpdir or r&cilact, at its 
option, free cl charge any Konami sc fin are prMpCt, postage 
paid, with proof of 3s:c ol purchase-, outs Factory Se^ce 

Center. 


T hnj 


This warranty n not applicable is normal wear and tea* 
warranty s*iaii npij im app r^iJilH- and shall be wu J if the 
defect in tne Konami software product has arisen through 
adiuse, unreason a hie use, mistreatment or regleci THIS 
WARRANT/ IS IN LIE U DF ALL QTHEF WARRANTIES AN& 
NO OTHER fl£ PRESENT AT IONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OH OBLIGATE KONAMI. 
ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFT¬ 
WARE PRODUCT, INCLUDING WARRANTIES OF 

MERCHANTABILITY and fitness for a particular 
PURPOSE, ARE LIMITED TO THE NINETY iSQ) DAY PERIOD 
DESCRIBED ABOVE IN MO EVENT WILL KONAMI BE LIABLE 
FOR ANY SPECIAL INCIDENTAL OF CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION USE OR 
MALFUNCTION OF THIS KONAMI SOFTWARE PRODUCT 


Sqme stales tfo not allow limitations aa to hnw Igilg art 
implied warrants lasts and/or exclusions dr limit atiisns uf 
incidental ct consequential damages so the aboue limitaiiOihS 
and/or e*elijs.ujris of liability may not apply to you, Th<& 
warranty gives yet- specific nyhts, and you may also frave 
other hghu which vary from ?rate- u? staija 


K on a mi 1 iii a registered depart of Konami Cg 
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Consumer support 


If you ltd stuck in tine Rarr.c. or just need a WmI, 
don't worry! You can tall the Kona mi Game Hint and 
I ip l.ir.r for I .rip on this game and all tile fine 

Kuiiann jlnxiuLls. 


Konami Game Hint & Tip Line: 

1 900 896 HI 1 MT I 44 BB} 

a 7M ffc*r iiiniuL2 cfiaige 
ft H fu rh ip rw ^ kin\i- n. g u irv* 1 

ft LJuViirvn n 11 dci pn u!J i» njti£ hau ifir jxTrrmsiari oj a 


1 X J T*J 1 BI I ! IT Ii’jjc i j^ll Li Til \ C J PI F V} IS IV i 1 if f h l JT 


U you t-xperkiicu tL^hmtat problem* uuh your 
Double Dribble game i:sir[ri J Fry our 

Warranty Services number (70H) 2 J 5-51 It. 


Ph E tin t« : U-S_ * s . 4 P& 2 .O 70 / 

4.02&&5S: ELjrTO^ * 80244: Canada rs 1.133,276.' 

1 (00^,351 j Hong Korg fl 1 8S--4.302:, Gutman/ # 2 i 6 , D9 , i B26; 
Singapore# OS 155 U.K * t,535;99S: Fiance # f.^07.029. 
Japan 1,6 32 396 / 02 - 2 Q 5 GQ 5 (Paneling). 
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SEGA AND Gf frtSti All TRADE MABtS 
3^ SEGA E^TElWIISES irtJ 
MiHGATS RESERVED 

Kan-tffli ’ IS a r«gistai»d lildtfflt* •* Ronimi Co U4 
Dgutils Drifebli Tilt Ala^.t EArtittB H ■ '«*«"*' h ri ■*■*■» !tfWjrt-l l"C 
© mi Ksowni iAwriul *m Wt n«hta 

Karri mi dAiMfltll tw , 
fQO $*«rti«id Paafamf 
Blit'll (nn IL 6JMMS 8 

Piiiim mi AapM 





